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(57) ABSTRACT

A gaming device includes a game requiring the same average
investment from a player to win an award, including a jackpot
award, regardless of the amount the player bets at any one
time. The award can be unchanging each time a player plays
the gaming device. The award can also vary such as with a
progressive jackpot, i.e., the jackpot builds until a player
“hits” the jackpot. The game enables the average investment
necessary to win the jackpot to be uniform by varying the
odds of winning the jackpot as the player’s bet varies. That is,
a player betting less money needs to play the game more
times, on average, to win the jackpot. Likewise, a player
betting more money needs to play the game less times, on
average, to win the jackpot. The average overall bet or invest-
ment thus remains constant despite the player’s betting habits
or betting ability.
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GAMING DEVICE HAVING ODDS OF
WINNING WHICH INCREASE AS A
PLAYER’S WAGER INCREASES

[0001] PRIORITY CLAIM

[0002] This application is a divisional of, and claims prior-
ity to and the benefit of, U.S. patent application Ser. No.
12/102,308, filed on Apr. 14, 2008, which is a continuation of,
and claims priority to and the benefit of, U.S. patent applica-
tion Ser. No. 11/242,157, filed on Oct. 3, 2005, now U.S. Pat.
No. 7,374,486, which is a continuation of, and claims priority
to and the benefit of, U.S. patent application Ser. No. 09/687,
691, filed on Oct. 13, 2000, now U.S. Pat. No. 7,029,395, the
entire contents of each of which are incorporated herein by
reference.

COPYRIGHT NOTICE

[0003] A portion of the disclosure of this patent document
contains or may contain material which is subject to copyright
protection. The copyright owner has no objection to the pho-
tocopy reproduction by anyone of the patent document or the
patent disclosure in exactly the form it appears in the Patent
and Trademark Office patent file or records, but otherwise
reserves all copyright rights whatsoever.

DESCRIPTION

[0004] The present invention relates in general to a gaming
device, and more particularly to a gaming device having an
award including a jackpot award, wherein the average invest-
ment required to win the award is the same regardless of the
amount of a player’s bet.

BACKGROUND

[0005] Itis well known to provide gaming devices having a
certain average percentage payback to the player. Slot gaming
machines typically predetermine the payback percentage to
be around 90%, or 90 cents on the dollar. When slot gaming
machines include progressive jackpots, the payback percent-
age of the machine can increase towards 100%.

[0006] Progressive slot machines contain jackpots that
increase every time a player plays the slot machine. A linked
progressive includes two or more slot machines connected to
a common jackpot, each of which individually contribute to
the jackpot. An individual progressive slot machine has a
self-contained jackpot, wherein the jackpot grows with every
play. The machines usually take a percentage of the player’s
bet such as 10%, and add it to the jackpot. The jackpots can
reach sizeable amounts, e.g., $1 million, before a player
“hits” or wins the jackpot. Such sizeable jackpots become
very attractive to players. Furthermore, as the jackpot grows,
so does overall payout percentage of the game.

[0007] Regardless of the type of progressive, known games
typically require the player to play the maximum bet to be
eligible to win the progressive jackpot. Even on a single
payline dollar machine, the maximum bet can be $5 (max bet
on most slot machines is 5 credits per payline). Many players
who are not willing to wager such an amount, or consistently
willing to wager such an such an amount, are thus excluded
from having an opportunity to win the progressive jackpot
and enjoy its associated payout increase. A known progres-
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sive slot machine that requires a max bet to enable the player
to win a jackpot includes a “Megabucks” game by IGT, the
assignee of this invention.

[0008] Other known multi-payline slot machines enable the
player to win a predetermined, i.e., fixed, jackpot when the
player plays or activates all the paylines of the gaming device.
A payline is a series of adjacent or juxtaposed symbols that
the game analyzes to determine if the player has won or lost
agame of the slot machine. On a machine displaying five reels
and three symbols per reel, it is not uncommon for the
machine to have five, nine or fifteen different paylines. The
machines commonly enable a player to wager up to $5 onone
or more paylines. The machines usually require the player to
bet the lines sequentially, i.e., one, two, three as opposed to
one, three, eight, and most machines require the same bet to
be placed on each line. On a $1 machine, the player may again
have to wager at least $5 to play each of the five lines to be
eligible for a jackpot. Many players are again unwilling and
thus excluded from having an opportunity to win a multi-
payline jackpot and enjoy its associated payout increase. A
known slot machine that requires a player to bet all paylines
to enable the player to win a progressive jackpot includes a
“Jackpot Bingo” game by Casino Data Systems. “Jackpot
Bingo” also offers different jackpots if the player bets a sec-
ond dollar on each line and plays the maximum number of
lines. This game therefore offers two different jackpots: one
for a $1 bet per line and a larger one for a $2 bet per line.

[0009] Other slot machines require the player to wager the
max bet, i.e., the highest possible number of credits on each of
the paylines, or max lines, i.e., at least one coin per payline
before the game enables the player to win a predetermined
award from a game of the gaming device. A known slot
machine that requires a player to wager a max bet to enable
the player to win an award includes a “Video Wheel of For-
tune” game by IGT. In each of these situations, it is desirable
to provide a gaming device having a game that enables any
player to be eligible to win the award and enjoy its associated
payout increase, regardless of the amount wagered.

[0010] Another drawback to known jackpots including pro-
gressive jackpots is that once enabled, if the player’s bet
exceeds the threshold level necessary to enable the jackpot,
the known games do not reward the player for exceeding the
threshold. These types of games provide the same jackpot
award with the same odds of winning the jackpot regardless of
whether the player plays 1 or 5 credits per payline. This
creates a disincentive to bet more coins since the payback
percentage decreases as the player’s wager increases. For
example, a “Tropical Link” game by Aristocrat Technologies,
Inc. activates a jackpot award when any of the paylines are
played but does not reward the player for wagering multiple
coins or credits on a payline.

[0011] There exists at least one known slot machine that
increases the player’s odds of winning a jackpot based upon
the number of coins or credits played. Another Aristocrat
game called “Hyperlink” maintains a system separate and
apart from the normal operation of the game of the slot
machine for adjusting the odds based upon the amount of the
player’s wager. In the Aristocrat system, the system makes a
separate evaluation based solely on the number of coins
wagered by the player to determine whether the player is
eligible to win a jackpot. The game makes the separate evalu-
ation completely independent of the events of the game play.
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Gaming device play does not determine whether the game
awards a jackpot; rather, a system connected to the game
makes this determination.

[0012] For example, in the Aristocrat system, if the player
bets one coin, the Aristocrat system can maintain a %io,000
chance of making the player eligible to play for the jackpot,
whereby if the player bets forty-five coins, the Aristocrat
system would then maintain a %0000 chance of making the
player eligible for the jackpot. This machine, however, does
not employ a game that the player sees and/or plays that sets
forth, employs or carries out the determination using the odds
dictated by the amount of the player’s wager.

SUMMARY

[0013] The present invention provides a gaming device and
preferably a bonus round of a gaming device, wherein the
game requires the same average investment from a player to
win an award or jackpot from the gaming device, regardless of
the amount that the player bets at any one time. The award or
jackpot can be unchanging, e.g., $10,000, each time a player
plays the gaming device. The jackpot can also be progressive,
i.e., the jackpot builds until a player “hits” the jackpot, after
which the progressive jackpot starts from a predetermined
minimum and builds again.

[0014] The game enables the average investment necessary
to win the jackpot to be uniform by varying the odds of
winning the jackpot as the amount of the player’s bet varies.
That is, a player betting less money needs to play the game
more times, on average, to win the jackpot. Likewise, a player
betting more money needs to play the game less times, on
average, to win the jackpot. The average overall bet or invest-
ment thus remains constant despite the player’s betting habits
or betting ability. The game enables the player playing the
smallest possible gaming device wager to have a chance at
winning the jackpot. At the same time, the game does not
punish the higher stakes player; but rather, increases the like-
lihood of winning or provides more favorable odds as the
player increases the total bet or wager or an individual com-
ponent of the wager such as each bet on a payline.

[0015] It should be appreciated that although the average
investment necessary to win the jackpot does not vary, the
jackpot itself does not have to remain constant, such as in the
progressive game described above. The return on investment,
which is a function of the jackpot amount divided by the
average total necessary investment can thus vary over time or
upon playing different turns of the gaming device. Such a
change of return on investment, however, applies equally to
small stakes as well as large stakes players. The return on
investment as a function of time or event can therefore vary.
However, the return on investment, at one time or upon one
event, as a function of the amount of a player’s wager (includ-
ing components of the player’s total wager), is constant.
[0016] The present invention applies to any type of gaming
device, wherein a player bets or wagers an amount of money
(inwhole or in components), and the game pays back a certain
average percentage of money to the player. The present inven-
tion more particularly applies to a slot machine gaming
device, which usually has three to five symbol generating
reels, displays three symbols per reel and maintains one to
fifteen different paylines (each bet on a payline being a com-
ponent of the total wager).

[0017] When the gaming device of the present invention is
a slot machine, there exists two well known and standard
components to the player’s total bet or wager; namely, (i) the
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number of paylines that a player has bet and (ii) the player’s
bet per active payline. Increasing the likelihood that a player
will win at a slot machine as the player increases the total bet
via increasing the number of paylines, when the winning
symbols or combinations remain constant, is well known and
is, in fact, one of the purposes of employing multiple paylines.
The present invention, however, contemplates changing the
winning symbols or combinations and thereby providing
more favorable odds when the player plays more paylines.
The present invention also contemplates increasing the like-
lihood that a player will win at a slot machine as the player
increases the total bet via increasing the bet per active payline.
The present invention further contemplates increasing the
likelihood that a player will win at a slot machine as the player
increases the total bet via increasing the paylines and the bet
per active payline. For purposes of this application, a “wager
component” includes but is not limited to a payline.

[0018] In the present invention, the number of paylines bet
and the bet per active payline are player inputs that the gaming
device has no control over, but which form an overall bet and
dictate to the gaming device the odds of the player winning a
jackpot prize. The gaming device must in turn have one or
more methods to vary the odds based upon the overall bet. The
present invention contemplates a plurality of different meth-
ods for varying the odds based upon the overall bet. The
present invention can employ one or more methods for vary-
ing the odds based upon the number of paylines bet. The
present invention can employ one or more methods for vary-
ing the odds based upon the bet per active payline. The present
invention can also employ a combination of these methods.
[0019] In one embodiment, the game controls the odds
created by a player selecting a number of paylines by enabling
aplayer betting more paylines to have better odds at reaching
a bonus round or jackpot game, wherein the bonus round or
jackpot game enables the player to play for the jackpot prize.
The player’s odds are better because the player can win a
jackpot on any wagered payline. In another embodiment, the
game controls the odds created by a player selecting a bet per
payline by enabling a player betting a higher number of
credits per payline to have more chances in the jackpot game
and thus better odds at winning the jackpot game. It should be
appreciated that the present invention can then combine these
two methods, so both the paylines and bet per activated pay-
line affect the odds for the player.

[0020] It should be appreciated that the present invention
includes increasing the odds of a win as the player increases
the wager by other suitable means, such as increasing the
number of reel spins related to the wager as the wager
increases. By increasing the spins or chances, the chance of
winning increases.

[0021] The game also contemplates a plurality of player
interactive events for each method contemplated by the
present invention. One player interactive event contemplated
by the present invention for controlling the odds of entering
the bonus round or jackpot game in accordance with the
number of paylines played includes predetermining one or
more symbols or combinations thereof on the reels of the
gaming device to enable the bonus round. The game can then
distribute the enabling symbols on the reels such that a player
playing more paylines will have a better likelihood or odds of
entering the bonus round or jackpot game. One player inter-
active event contemplated by the present invention for con-
trolling the odds of the player winning the jackpot once the
player reaches the bonus round or jackpot game includes: (i)
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arandom symbol generation device having one or more jack-
pot symbols; (ii) a requirement that the player obtain a pre-
determined number of said jackpot symbols to win the jack-
pot; and (iii) a number of chances for the player to randomly
generate a jackpot symbol, said number increasing as the bet
per line or overall bet increases.

[0022] It is therefore an object of the present invention to
provide a gaming device with an award, wherein the player’s
odds of winning the award via a player interactive event
increase as the player’s wager increases.

[0023] Another object of the present invention is to provide
a gaming device with a jackpot award provided as an outcome
of a player interactive event, wherein the player’s return on
investment is independent of the amount of the player’s
wager.

[0024] A further object of the present invention is to pro-
vide a slot machine gaming device with an award, wherein the
odds of winning said award via a player interactive event
increase as a player’s bet per payline increases.

[0025] Yet another object of the present invention is to
provide a slot machine gaming device with an award, wherein
the odds of winning said award via a player interactive event
increase as a player’s number of active paylines and bet per
payline increases.

[0026] Other objects, features and advantages of the inven-
tion will be apparent from the following detailed disclosure,
taken in conjunction with the accompanying sheets of draw-
ings, wherein like numerals refer to like parts, elements,
components, steps and processes.

[0027] Additional features and advantages are described
herein, and will be apparent from, the following Detailed
Description and the figures.

BRIEF DESCRIPTION OF THE FIGURES

[0028] FIG.1A s a front-right side perspective view of one
embodiment of the gaming device of the present invention;
[0029] FIG. 1B is a front-right side perspective view of
another embodiment of the gaming device of the present
invention;

[0030] FIG.2isaschematic block diagram of the electronic
configuration of one embodiment of the gaming device of the
present invention;

[0031] FIG. 3 is a graph illustrating a curve of the odds as a
function of the amount wagered for the present invention;
[0032] FIG. 4 is a graph illustrating a plot of the payout
ratio as a function of the amount wagered for the present
invention;

[0033] FIG.5isagraphillustrating the odds as a function of
a player’s bet for the normal operation (i.e., non-jackpot
award) of known slot machines;

[0034] FIG. 6 is a graph illustrating a plot of the payout
ratio as a function of the amount wagered in the normal
operation (i.e., non-jackpot award) of known slot machines;
[0035] FIG. 7 is a graph illustrating the odds of winning a
jackpot award, including a progressive jackpot, as a function
of a player’s bet for known slot machines having a max bet
requirement;

[0036] FIG. 8 is a graph of the prior art illustrating the
payout ratio along the y-axis and an amount wagered along
the x-axis of the graph, wherein the payout ratio is zero until
the player wagers the max bet;
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[0037] FIG. 9 is a graph illustrating the odds of winning a
jackpot award, including a progressive jackpot, as a function
of a player’s bet for known slot machines having a bet all
paylines requirement;

[0038] FIG. 10 is a graph of the prior art illustrating a
decreasing payout ratio along the y-axis and an amount
wagered along the x-axis, wherein the payout ratio decreases
as the wager increases;

[0039] FIG. 11 is a schematic chartillustrating a plurality of
possible games of the present invention, wherein each has a
separate odds varying method involving one or more of the
wager components (number of paylines and/or bet per pay-
line), and one or more of gaming device components (base
game and/or bonus game);

[0040] FIG. 12 is a front plan view of a portion of the
gaming device which includes the apparatus necessary to
carry out the method of Game 1 of FIG. 11, wherein the
present invention varies the odds as a function of the bet per
payline in the base game;

[0041] FIG. 13 is a front plan view of a portion of the
gaming device which includes the apparatus necessary to
carry out the method of Game 2 of FIG. 11, wherein the
present invention varies the odds as a function of changing the
number of paylines wagered and the odds as a function of
changing the bet per payline in the base game;

[0042] FIG. 14 is a front plan view of a portion of the
gaming device which includes the apparatus necessary to
carry out the method of Game 3 of FIG. 11, wherein the
present invention varies the odds as a function of changing the
number of paylines wagered in the base game and the odds as
a function of changing the bet per payline in the bonus round;
[0043] FIG. 15 is a front plan view of a portion of the
gaming device which includes the apparatus necessary to
carry out the method of Game 4 of FIG. 11, wherein the
present invention varies the odds as a function of changing the
bet per payline in the base game and the odds as a function of
changing the number of paylines wagered in the bonus round;
[0044] FIG. 16 is a front plan view of a portion of the
gaming device which includes the apparatus necessary to
carry out the method of Game 5 of FIG. 11, wherein the
present invention varies the odds in the base game and the
bonus round and provides an additional odds constant in the
bonus round;

[0045] FIG. 17 is a front plan view of a portion of the
gaming device which includes a preferred embodiment of the
present invention; and

[0046] FIG. 18 is a front plan view of a portion of the
gaming device which includes the apparatus necessary to
carry out the method of Game 6 of FIG. 11, wherein the
present invention provides an odds constant in the base game
and varies the odds in the bonus round.

DETAILED DESCRIPTION
Gaming Device and Electronics

[0047] Referring now to the drawings, two embodiments of
the gaming device of the present invention are illustrated in
FIGS. 1A and 1B as gaming device 10a and gaming device
105, respectively. Gaming device 10a and/or gaming device
105 are generally referred to herein as gaming device 10.
Gaming device 10 is preferably a slot machine having the
controls, displays and features of a conventional slot
machine. It is constructed so that a player can operate it while
standing or sitting, and gaming device 10 is preferably
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mounted on a console. However, it should be appreciated that
gaming device 10 can be constructed as a pub-style table-top
game (not shown) which a player can operate preferably
while sitting. Furthermore, gaming device 10 can be con-
structed with varying cabinet and display designs, as illus-
trated by the designs shown in FIGS. 1A and 1B. Gaming
device 10 can also be implemented as a program code stored
in a detachable cartridge for operating a hand-held video
game device. Also, gaming device 10 can be implemented as
a program code stored on a disk or other memory device
which a player can use in a desktop or laptop personal com-
puter or other computerized platform.

[0048] Gaming device 10 can incorporate any primary
game such as slot, poker or keno, any of their bonus triggering
events and any of their bonus round games. The symbols and
indicia used on and in gaming device 10 may be in mechani-
cal, electrical or video form.

[0049] Asillustrated in FIGS. 1A and 1B, gaming device 10
includes a coin slot 12 and bill acceptor 14 where the player
inserts money, coins or tokens. The player can place coins in
the coin slot 12 or paper money or a ticket voucher in the bill
acceptor 14. Other devices could be used for accepting pay-
ment such as readers or validators for credit cards or debit
cards. When a player inserts money in gaming device 10, a
number of credits corresponding to the amount deposited is
shown in a credit display 16. After depositing the appropriate
amount of money, a player can begin the game by pulling arm
18 or pushing play button 20. Play button 20 can be any play
activator used by the player which starts any game or
sequence of events in the gaming device.

[0050] As shown in FIGS. 1A and 1B, gaming device 10
also includes a bet display 22 and a bet one button 24. The
player places a bet by pushing the bet one button 24. The
player can increase the bet by one credit each time the player
pushes the bet one button 24. When the player pushes the bet
one button 24, the number of credits shown in the credit
display 16 decreases by one, and the number of credits shown
in the bet display 22 increases by one.

[0051] At any time during the game, a player may “cash
out” and thereby receive a number of coins corresponding to
the number of remaining credits by pushing a cash out button
26. When the player “cashes out,” the player receives the
coins in a coin payout tray 28. The gaming device 10 may
employ other payout mechanisms such as credit vouchers
redeemable by a cashier or electronically recordable cards
which keep track of the player’s credits.

[0052] Gamingdevice 10 also includes one or more display
devices. The embodiment shown in FIG. 1A includes a cen-
tral display device 30, and the alternative embodiment shown
in FIG. 1B includes a central display device 30 as well as an
upper display device 32. Gaming device 10 preferably dis-
plays a plurality of reels 34, preferably three to five reels 34 in
mechanical or video form at one or more of the display
devices. However, it should be appreciated that the display
devices can display any visual representation or exhibition,
including but not limited to movement of physical objects
such as mechanical reels and wheels, dynamic lighting and
video images. A display device can be any viewing surface
such as glass, a video monitor or screen, a liquid crystal
display or any other static or dynamic display mechanism. If
the reels 34 are in video form, the display device for the video
reels 34 is preferably a video monitor.

[0053] Each reel 34 displays a plurality of indicia such as
bells, hearts, fruits, numbers, letters, bars or other images

Jul. 19,2012

which preferably correspond to a theme associated with the
gaming device 10. Furthermore, gaming device 10 preferably
includes speakers 36 for making sounds or playing music.
[0054] As illustrated in FIG. 2, the general electronic con-
figuration of gaming device 10 preferably includes: a proces-
sor 38; a memory device 40 for storing program code or other
data; a central display device 30; an upper display device 32;
a sound card 42; a plurality of speakers 36; and one or more
input devices 44. The processor 38 is preferably a micropro-
cessor or microcontroller-based platform which is capable of
displaying images, symbols and other indicia such as images
of people, characters, places, things and faces of cards. The
memory device 40 can include random access memory
(RAM) 46 for storing event data or other data generated or
used during a particular game. The memory device 40 can
also include read only memory (ROM) 48 for storing program
code which controls the gaming device 10 so that it plays a
particular game in accordance with applicable game rules and
pay tables.

[0055] As illustrated in FIG. 2, the player preferably uses
the input devices 44, such as pull arm 18, play button 20, the
bet one button 24 and the cash out button 26 to input signals
into gaming device 10. In certain instances it is preferable to
use a touch screen 50 and an associated touch screen control-
ler 52 instead of a conventional video monitor display device.
Touch screen 50 and touch screen controller 52 are connected
to a video controller 54 and processor 38. A player can make
decisions and input signals into the gaming device 10 by
touching touch screen 50 at the appropriate places. As further
illustrated in FIG. 2, the processor 38 can be connected to coin
slot 12 or bill acceptor 14. The processor 38 can be pro-
grammed to require a player to deposit a certain amount of
money in order to start the game.

[0056] Itshouldbeappreciated that although a processor 38
and memory device 40 are preferable implementations of the
present invention, the present invention can also be imple-
mented using one or more application-specific integrated cir-
cuits (ASIC’s) or other hard-wired devices, or using mechani-
cal devices (collectively referred to herein as a “processor”).
Furthermore, although the processor 38 and memory device
40 preferably reside on each gaming device 10 unit, it is
possible to provide some or all of their functions at a central
location such as a network server for communication to a
playing station such as over a local area network (LAN), wide
area network (WAN), Internet connection, microwave link,
and the like. The processor 38 and memory device 40 is
generally referred to herein as the “computer” or “controller.”
[0057] Withreferenceto FIGS.1A, 1B and 2, to operate the
gaming device 10 in one embodiment the player must insert
the appropriate amount of money or tokens at coin slot 12 or
bill acceptor 14 and then pull the arm 18 or push the play
button 20. The reels 34 will then begin to spin. Eventually, the
reels 34 will come to a stop. As long as the player has credits
remaining, the player can spin the reels 34 again. Depending
upon where the reels 34 stop, the player may or may not win
additional credits.

[0058] In addition to winning credits in this manner, pref-
erably gaming device 10 also gives players the opportunity to
win credits in a bonus round. This type of gaming device 10
will include a program which will automatically begin a
bonus round when the player has achieved a qualifying con-
dition in the game. This qualifying condition can be a par-
ticular arrangement of indicia on a display device. The gam-
ing device 10 preferably uses a video-based central display
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device 30 to enable the player to play the bonus round. Pref-
erably, the qualifying condition is a predetermined combina-
tion of indicia appearing on a plurality of reels 34. As illus-
trated in the five reel slot game shown in FIGS. 1A and 1B, the
qualifying condition could be the number seven appearing on
three adjacent reels 34 along a payline 56. It should be appre-
ciated that the present invention can include one or more
paylines, such as payline 56, wherein the paylines can be
horizontal, diagonal or any combination thereof.

[0059] It should be understood that various changes and
modifications to the presently preferred embodiments
described herein will be apparent to those skilled in the art.
Such changes and modifications can be made without depart-
ing from the spirit and scope of the present subject matter and
without diminishing its intended advantages. It is therefore
intended that such changes and modifications be covered by
the appended claims.

Examples of The Present Invention

[0060] To best understand the present invention, itis easiest
to illustrate different examples, wherein certain examples
illustrate known gaming devices and certain examples illus-
trate the gaming device of the present invention. A first set of
examples includes the following parameters: (i) a wager X,
which can vary but which will be illustrated within the range
of $1 to $45; (ii) a jackpot award y, which is equal to $10,000;
(iii) a payout ratio z, which is a constant for the present
invention and which undesirably varies in known gaming
machines.

[0061] The present invention applies the following math-
ematical formula in determining the player’s odds as a func-
tion of the player’s wager:

odds=yp/(x*2).

[0062] Assuming that on average, $100,000 is wagered for

every jackpot it pays out, z, which is constant in the present

invention, equals $10,000 (the jackpot)/$100,000 (the take)

=0.1. Plugging 0.1 into the payout ratio z of the above equa-

tion and inputting different values for the player’s wager x

yields the following odds:

[0063] Ifplayer wagers $1, the odds of winning the jackpot
are 100,000:1;

[0064] Ifplayer wagers $2, the odds of winning the jackpot
are 50,000:1;

[0065] Ifplayer wagers $3, the odds of winning the jackpot
are 33,333:1;

[0066] Ifplayer wagers $4, the odds of winning the jackpot
are 25,000:1;

[0067] Ifplayer wagers $5, the odds of winning the jackpot
are 20,000:1;

[0068] Ifplayer wagers $6, the odds of winning the jackpot
are 16,666:1;

[0069] Ifplayer wagers $7, the odds of winning the jackpot
are 14,285:1;

[0070] Ifplayer wagers $8, the odds of winning the jackpot
are 12,500:1;

[0071] Ifplayer wagers $9, the odds of winning the jackpot
are 11,111:1; and

[0072] Ifplayer wagers $10, the odds of winning the jack-
pot are 10,000:1.

[0073] Referring now to FIG. 3, a graph illustrates a curve

of the odds as a function of a player’s bet for the present

invention. The graph includes the odds of winning the jackpot

100 along the y-axis of the graph and the amount wagered or
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player’s bet 102 along the x-axis of the graph. The graph also
includes the odds equation 104 described above and a defini-
tion ofits constituents X, y, and z. The graph illustrates that the
player’s bet 102 affects the player’s odds of winning the
jackpot 100. Betting $2 instead of $1 doubles the likelihood
of winning the jackpot. Betting $5 instead of $1 makes the
player five times as likely to win the jackpot, and so on. Every
change in wager results in a change of odds. Every increase in
wager results in more favorable odds for the player.

[0074] Referring now to FI1G. 4, a graph illustrates a plot of
the payout ratio as a function of the amount wagered or
player’s bet for the present invention. The graph includes the
payout ratio, z, 106 along the y-axis and amount wagered 102
along the x-axis. The graph also includes a payout ratio equa-
tion 108 including the constituents x, y, and odds. The straight
horizontal line indicates that the payout ratio z of the present
invention is constant regardless of the amount wagered. The
game pays the same percentage regardless of how much the
player wagers. The present invention thus enables any type of
player, low stakes or high stakes, to have an opportunity to
win the jackpot y. Players willing to wager large amounts,
however, will enjoy more favorable odds of winning the jack-
pot.

[0075] Referring to both FIGS. 3 and 4, it should be appre-
ciated that the odds curve of FIG. 3 and the payout ratio line
of FIG. 4 for the present invention do not require the jackpot
y to have any particular value. In the example the jackpot is
$10,000, however, the jackpot can have any value, e.g., $10,
$100, $1,000, $100,000, $1,000,000, etc. The jackpot y can
also vary over time or as a function of a gaming device event,
i.e., from game to game. For example, on one spin of the reels
34 (FIGS. 1A and 1B), the jackpot can be $5,000 and on the
next spin the jackpot can be $15,000, etc. The graphs of FIGS.
3 and 4 apply to one spin of the reels or one turn at the gaming
device. Within one spin or turn, the odds at winning a par-
ticular jackpot are better the more a player wagers, but the
payout ratio for that particular jackpot is the same despite the
amount wagered. The present invention thus includes pro-
gressive games described above. Even if a particular progres-
sive jackpot increases while the reels of a slot machine are
spinning, the present invention still applies to whatever value
is ultimately available for the player to win.

[0076] To aid in the description of the present invention, it
is helpful to illustrate the relationship, or lack thereof between
the odds, the wager X, the award or jackpot y and the payout
ratio z for other known gaming devices. Referring now to
FIG. 5, a graph illustrates the odds as a function of a player’s
bet for the normal operation (i.e., non-jackpot award) of
known slot machines. The graph includes the odds of winning
an award 100 along the y-axis of the graph and the amount
wagered or player’s bet 102 along the x-axis of the graph.
Known gaming devices maintain predefined odds for each
paying symbol or combination of symbols. The player can
obtain more favorable odds by playing more paylines at one
time, which increases the player’s wager.

[0077] If, for example, on a machine with a minimum
wager of $1 per payline, the odds are 1000:1 that a player will
obtain three “7”” symbols, wherein any “77, “7”, “7”, in a row
pays $100, a player will on average pay $1000 to obtain the
“77, 77, “7” once and thereby win $100. The payout ratio z
is $100/$1,000 or 0.1. If a standard multi-payline slot
machine, as disclosed above, has nine paylines and enables a
wager of up to $5 per payline, the player can wager up to $45
on any one spin of the reels or play of the game.
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[0078] As illustrated in FIG. 5, a player can wager $1 to $5
on one payline, wherein the odds of obtaining a “7”, “7”, “7”
in a row are 1000:1. The player can wager $2, $4, $6, $8 and
$100n two paylines, wherein the odds of obtaining a “7”, “7”,
“7” in a row on either payline are 500:1. The player can wager
$3, $6, $9, $12, and $15 on three paylines, wherein the odds
of obtaining a “7”, “7”, “7” in a row on any of three paylines
are 333:1. In this manner: the player can wager $4, $8, $12,
$16 and $20 on four paylines, wherein the odds are 250:1; $5,
$10, $15, $20 and $25 on five paylines, wherein the odds are
200:1; $6, $12, $18, $24 and $30 on six paylines, wherein the
odds are 166:1; $7, $14, $21, $28 and $35 on seven paylines,
wherein the odds are 142:1; $8, $16, $24, $32 and $40 on
eight paylines, wherein the odds are 125:1; and $9, $18, $27,
$36 and $45 on nine paylines, wherein the odds are 111:1.
[0079] Inthe normal operation (non-jackpot) of known slot
machines, increasing the bet per payline does not increase the
player’s chances of winning. FIG. 5 illustrates that known
multi-payline machines maintain a plurality of overlapping
odds/wager curves, one per wagerable amount, so that one
wager amount can have more than one odds value. For
instance, depending upon how the player dispersed a $12
wager, the player’s odds of winning can be 333:1, 250:1 or
166:1. In the normal operation of known slot machines, there-
fore, an increase in a wager does not necessarily translate into
more favorable odds for the player. In fact, a player betting $9,
$1 on nine paylines, has better odds of winning, 111:1, than
does a player betting $35, $5 on seven paylines, who has
142:1 odds of winning. However, it should be appreciated that
in certain games, there is a larger potential payout, i.e., a
jackpot, for winning when the player makes the maximum
wager.

[0080] Referring now to FIG. 6, a graph illustrates a plot of
the payout ratio as a function of the amount wagered or
player’s bet in the normal operation of slot machines. The
graph includes the payout ratio z 106 along the y-axis and
amount wagered 102 along the x-axis of the graph. The graph
also includes a payout ratio equation 108 including the con-
stituents X, y, and odds. The straight horizontal line indicates
that the payout ratio z of the normal operation of slot
machines is constant regardless of the amount wagered, i.e.,
regardless of the number of lines played or the amount
wagered per line. For example, if the player wagers $1 on one
payline in the above example, the payout ratio z is:

z=p/x*odds)=$100/($1*1000)=0.1

[0081] If the player wagers $5 on nine paylines and there-
fore wins 5x the payout of any win in the above example, the
payout ratio 7 is:

z=p/x*odds)=(5*$100)/($45*111)=0.1

[0082] Referring now to FIG. 7, a graph illustrates the odds
of winning a jackpot award, including a progressive jackpot,
as a function of a player’s bet for known slot machines having
a max bet requirement. Assume a jackpot of $4,500 at prede-
termined odds of 1,000:1 exists on a slot machine with a
minimum wager of $1 per payline, a maximum wager of $5
per payline and nine paylines. The graph includes the odds of
winning the jackpot 100 along the y-axis of the graph and the
amount wagered or player’s bet 102 along the x-axis of the
graph. The graph illustrates that in many known games, there
are no odds of winning a jackpot award until the player
wagers a max bet, illustrated here as $5 times nine paylines or
$45. Tt should be appreciated that increasing the bet has no
affect on the odds of winning the jackpot until the player
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wagers the max bet. Referring now to FIG. 8, a similar look-
ing graph illustrates the payout ratio 106 along the y-axis and
an amount wagered 102 along the x-axis of the graph,
wherein the payout ratio is zero until the player wagers the
max bet, at which point z=y/(x*odds)=$4,500/($45%1,000)
=0.1.

[0083] Referring now to FIG. 9, a graph illustrates the odds
of winning a jackpot award, including a progressive jackpot,
as a function of a player’s bet for known slot machines having
a bet all paylines requirement. Assume the same jackpot of
$4,500 at predetermined odds of 1,000:1 exists on a slot
machine with a minimum wager of $1 per payline, a maxi-
mum wager of $5 per payline and nine paylines. The graph
includes the odds of winning the jackpot 100 along the y-axis
of'the graph and the amount wagered or player’s bet 102 along
the x-axis of the graph. The graph illustrates that in known
games, there are no odds of winning a jackpot award until the
player plays all nine paylines, illustrated here by the wagers
of $9, $18, $27, 36$ and $45. It should be appreciated that
increasing the wager has no affect on the odds of winning the
jackpot until the player wagers an amount divisible by nine,
the number of paylines. Referring now to FIG. 10, a graph
illustrates a decreasing payout ratio 106 along the y-axis and
an amount wagered 102 along the x-axis of the graph,
wherein the payout ratio, z, decreases as the wager, X,
increases and the jackpot, y, and odds remain constant in the
equation z=y/(x*odds).

Mechanisms and Methods of Varying Odds Based
Upon a Player’s Bet

[0084] The present invention contemplates a gaming
device and specifically a slot machine adapted so that any
wager enables the player to win any award including a jackpot
award and a progressive jackpot award. The present invention
further contemplates a gaming device and specifically a slot
machine adapted so that an increase in a gaming device wager
produces more favorable odds for the player. Given these
design parameters, those skilled in the art of gaming device
design and manufacturing can develop many different meth-
ods and mechanisms embodying the methods to achieve the
parameters. As disclosed above, the two components of the
vast majority of slot machine wagers include the number of
paylines bet and the bet per payline. As disclosed earlier in the
specification, many modern slot machines include bonus
games in addition to the primary base game, wherein the base
game includes the symbol generation via spinning reels.
Bonus games can have multiple levels of random generation,
so that the odds of achieving an award can be split among two
or more levels.

[0085] Referring now to FIG. 11, a schematic chart illus-
trates a plurality of possible games each having a separate
method of involving one or more of the wager components
with at least one of the base game 112, first bonus level 114 or
second bonus level 116. The change of odds or A ODDS are
expressed either as a function of a change in the number of
paylines wagered or f(A #paylines), as a function of a change
in the bet per payline or f(A $/payline) or for a single payline
machine as a function ofa change in the bet or f(A bet). These
methods are described in detail below by one possible imple-
mentation of the method. It should be appreciated that those
skilled in the art can develop many different implementations
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for each of the methods. The present invention is not therefore
limited to the implementations disclosed.

Game 1

[0086] Referring now to FIG. 12, a front plan view of a
portion of gaming device 10 including the apparatus neces-
sary to carry out the method of Game 1 of FIG. 11 is illus-
trated. In the method disclosed in FIG. 11 for Game 1, the
change in odds depends only a change in the wager amount.
In FIG. 12, gaming device 10 includes a single payline
machine having no bonus round, a $1 minimum bet and an
award of $10,000 having a payout ratio z of 0.1. FIG. 12
includes a paytable 118 illustrating that to win the $10,000
award, betting: 1 coin ($1) requires a “A”, “A”, “A”, “A” “A”
combination, 2 coins ($2) requires a “A”, “A”, “A”, “A”, “B”
combination; 3 coins ($3) requires a “A”, “A”, “A”, “C”, “A”
combination, 4 coins ($4) requires a “A”, “A”, “D”, “A”, “A”
combination and 5 coins ($5) requires a “A”, “E”, “A”, “A”,
“A” combination.

[0087] The central display device 30 includes five well
known reels, wherein each reel 34a through 34¢ includes a V1o
chance of the game generating an “A”. Reel 346 includes a 14
chance of the game generating an “E”. Reel 34c¢ includes a %5
chance of the game generating a “D”. Reel 344 includes a %10
chance of the game generating a “C”. Reel 34e includes a %5
chance of the game generating a “B”.

[0088] It should be appreciated by one skilled in the art that
in the method and apparatus of FIG. 12, $100,000 will have to
be wagered, on average, to win the $10,000 award regardless
of the amount that the player bets. It should also be appreci-
ated that the player’s odds of winning, according the equa-
tion, odds=y/(x*z), become more favorable to the player as
the player increases the player’s wager. It should further be
appreciated that one skilled in the art can implement a similar
game to Game 1, wherein the game provides and the paytable
displays different winning combinations having varying odds
or chance at being randomly generated, and wherein the
combinations and thus the odds change as a function of a
change in the number of paylines wagered.

Game 2

[0089] Referring now to FIG. 13, a front plan view of a
portion of gaming device 10 including the apparatus neces-
sary to carry out the method of Game 2 of FIG. 11 is illus-
trated. In the method disclosed in FIG. 11 for Game 2, the
change in odds depends on a change in the number of lines
wagered and on the bet per line amount. In FIG. 13, gaming
device 10 includes a three payline machine having no bonus
round a $1 minimum bet and an award of $10,000 having a
payout ratio z of 0.1. FIG. 13 includes the same paytable 118
illustrated with FIG. 12.

[0090] The central display device 30 includes the same five
reels 34a through 34e, having the same symbol positions, as
the reels of FIG. 12. Thus for one payline, the Game 2 is
exactly the same as the embodiment of Game 1. In this
embodiment, the central display device 30 displays three
paylines 56a through 56¢. The player can thus make the odds
twice as favorable by playing two paylines and three times as
favorable by playing three paylines. Accordingly, the player’s
wager increases two times by playing two paylines and three
times by playing three paylines.

[0091] Itshould beappreciated by one skilled in the art, that
in Game 2, $100,000 will need to be wagered, on average, to
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win the $10,000 award regardless of the number of paylines
wagered or the bet per payline. It should also be appreciated
that the player’s odds of winning, according the equation,
odds=y/(x*z) become more favorable to the player as the
player increases the number of paylines wagered and/or the
bet per payline.

Game 3

[0092] Referring now to FIG. 14, a front plan view of a
portion of gaming device 10 including the apparatus neces-
sary to carry out the method of Game 3 of FIG. 11 is illus-
trated. In the method disclosed in FIG. 11 for Game 3, the
change in odds depends on a change in the number of lines
wagered and on the bet per line amount. The base game odds
112 factor in the number of lines wagered and the bonus game
odds 114 factor in the bet per payline. In FIG. 14, gaming
device 10 includes a five payline machine having a bonus
round, a $1 minimum bet and an award of $10,000 having a
payout ratio z of 0.1.

[0093] FIG. 14 includes a paytable 120 illustrating that an
“A”, “A”, “A”, “A” combination on any payline triggers the
bonus round and that betting: 1 coin($1)/line gives the player
one spin in the bonus round; 2 coins($2)/line gives the player
two spins in the bonus round; 3 coins($3)/line gives the player
three spins in the bonus round; 4 coins($4)/line gives the
player four spins in the bonus round; and 5 coins($5)/line
gives the player five spins in the bonus round. Spinning a
shield symbol yields the $10,000 award.

[0094] FIG. 14 includes an upper display device 32, which
is a rotatable wheel having ten equally sized pie-shaped sec-
tions. One of the sections contains a shield symbol 122. A
cursor 124 designates one of the rotatable sections at all
times. A player thus has a Y10 chance of the spinning wheel
stopping so that the cursor 124 designates the section con-
taining the shield symbol 122.

[0095] In the bonus round of Game 3, the player who bets
$1 per payline spins once and has a V1o chance of winning.
The player who bets $2 per payline spins twice and has a 5
chance of winning. The player who bets $3 per payline spins
three times and has a %10 chance of winning. The player who
bets $4 per payline spins four times and has a %5 chance of
winning. The player who bets $5 per payline spins five times
and has a %2 chance of winning.

[0096] The base game embodied by the central display
device 30 includes five well known reels, wherein each reel
344 through 34¢ includes a /10 chance of the game generating
an “A”. Game 3 requires an “A”, “A”, “A”, “A” combination
to trigger the bonus round. The central display device 30
displays five paylines 56a through 56e. The player can thus
make the odds twice as favorable by playing two paylines,
three times as favorable by playing three paylines, etc.
Accordingly, the player’s wager increases two times by play-
ing two paylines, three times by playing three paylines, etc.
[0097] 1t should be appreciated that in Game 3, $100,000
will need to be wagered, on average, to win the $10,000 award
regardless of the number of paylines wagered or the bet per
payline. It should also be appreciated that the odds of win-
ning, according the equation, odds=y/(x*z) become more
favorable as the player’s wager increases. It should further be
appreciated that the odds of entering the bonus round become
more favorable to the player as the player increases the num-
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ber of paylines wagered and the odds of winning the bonus
round become more favorable to the player as the player
increases the bet per payline.

Game 4

[0098] Referring now to FIG. 15, a front plan view of a
portion of gaming device 10 including the apparatus neces-
sary to carry out the method of Game 4 of FIG. 11 is illus-
trated. In the method disclosed in FIG. 11 for Game 4, the
change in odds depends on a change in the number of paylines
wagered and on the bet per line amount. The base game odds
112 factor in the bet per payline and the bonus game odds 114
factor in the number of lines wagered. In FIG. 15, Game 4
includes a three payline machine having a bonus round, a $1
minimum bet and an award of $10,000 having a payout ratio
zof 0.1.

[0099] FIG. 15 includes a paytable 126 illustrating that to
enter the bonus round from the base game, betting: 1 coin ($1)
requires a “A”, “A”, “A”, “A” combination along the bonus
line, 2 coins ($2) requires a “A”, “A”, “A”, “B” combination
along the bonus line; 3 coins ($3) requires a “A”, “A”, “C”,
“A” combination along the bonus line, 4 coins ($4) requires a
“A”, “D”, “A”, “A” combination along the bonus line; and 5
coins ($5) requires a “E”, “A”, “A”, “A” combination along
the bonus line 128. In the bonus, betting: one line gives the
player one spin; two lines gives the player two spins; and three
lines gives the player three spins. Spinning a shield symbol
yields the $10,000 award.

[0100] The central display device 30, embodying the base
game, includes four well known reels, wherein each reel 34a
through 344 includes a V1o chance of the game generating an
“A”. Reel 34a includes a %2 chance of the game generating an
“E”. Reel 34b includes a %5 chance of the game generating a
“D”. Reel 34c includes a %10 chance of the game generating a
“C”. Reel 344 includes a !5 chance of the game generating a
“B”. In this embodiment, the central display device 30 dis-
plays three paylines 56a through 56c¢. None of the paylines
includes any of the symbols displayed in the top row of the
central display device 30, which is the bonus line 128. Game
4 analyzes only the bonus line 128 to determine if the player
enters the bonus round. That is, Game 4 does not analyze the
paylines 56a through 56¢ to determine if the player enters the
bonus round.

[0101] FIG. 15 includes an upper display device 32, which
is a rotatable wheel having ten equally sized pie-shaped sec-
tions. One of the sections contains a shield symbol 122. A
cursor 124 designates one of the rotatable sections at all
times. A player thus has a Y10 chance of the spinning wheel
stopping so that the cursor 124 designates the section con-
taining the shield symbol 122.

[0102] Inthe bonus round of Game 4, the player who plays
one payline spins once and has a %10 chance of winning. The
player who plays two paylines spins twice and has a V5 chance
of winning. The player who plays three paylines spins three
times and has a ¥io chance of winning. The player can thus
make the odds twice as favorable by playing two paylines and
three times as favorable by playing three paylines. Accord-
ingly, the player’s wager increases two times by playing two
paylines and three times by playing three paylines.

[0103] Tt should be appreciated that in Game 4, $100,000
will need to be wagered, on average, to win the $10,000 award
regardless of the number of paylines wagered or the bet per
payline. It should also be appreciated that the player’s odds of
winning, according the equation, odds=y/(x*z) become more
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favorable to the player as the player increases the player’s
wager. It should further be appreciated that the odds of enter-
ing the bonus round become more favorable to the player as
the player increases the bet per payline and the odds of win-
ning the bonus round become more favorable to the player as
the player increases the number of paylines wagered.

Game 5

[0104] Referring now to FIG. 16, a front plan view of a
portion of gaming device 10 including the apparatus neces-
sary carry out the method of Game 5 of FIG. 11 is illustrated.
As mentioned earlier, the bonus round provides the imple-
mentor of the gaming device with an opportunity to split the
odds necessary to complete the game math into two or more
parts. In the method disclosed in FIG. 11 for Game 5, the
change in odds depends on a change in the number of lines
wagered and on the bet per line amount as disclosed above in
connection with FIG. 14 or Game 3. The base game odds 112
factor in the number of paylines wagered and the second
bonus level odds 116 factor in the bet per payline. The imple-
mentor also provides first bonus level odds 114 in the form of
an odds constant 130.

[0105] InFIG. 16, gaming device 10 includes a five payline
machine having a bonus round, a $1 minimum bet and an
award of $10,000 having a payout ratio z of 0.1. FIG. 16 also
includes a paytable 132 illustrating that an “A”, “A”, “A”, “A”
combination on any payline triggers the bonus round and that
betting: 1 coin($1)/line gives the player one spin in the bonus
round; 2 coins($2)/line gives the player two spins in the bonus
round; 3 coins($3)/line gives the player three spins in the
bonus round; 4 coins($4)/line gives the player four spins in
the bonus round; and 5 coins($5)/line gives the player five
spins in the bonus round. The player can also spin a multiplier
wheel to double the player’s bonus round spins. Spinning a
shield symbol yields the $10,000 award.

[0106] FIG. 16 includes an upper display device 32, which
is a rotatable wheel having fifteen equally sized pie-shaped
sections. One of the sections contains a shield symbol 122
that yields the $10,000 award. A cursor 124 designates one of
the rotatable sections at all times. A player thus has a Vis
chance of the spinning wheel stopping so that the cursor 124
designates the section containing the shield symbol122. FIG.
16 also includes a second upper display device 134, which is
a rotatable wheel having two equally sized pie-shaped sec-
tions. One of the sections contains a “2X” symbol 136. A
second cursor 138 designates one of the rotatable sections at
alltimes. A player thus has a /2 chance, the odds constant 130,
of the spinning wheel stopping so that the second cursor 138
designates the section containing the “2X” symbol 136.
[0107] In the first level of the bonus round of Game 5, the
player spins the rotatable wheel of the second upper display
device 134 once regardless of the amount that the player has
wagered per payline or the number of paylines wagered. The
4 chance of obtaining the “2X” symbol 136, which doubles
the player’s number of spins, is thus constant, i.e., exists for
every player entering the bonus round.

[0108] In the second level of the bonus round of Game 5,
the player who bets $1 per payline spins once 50% of the time
and twice 50% of the time. It should be appreciated that the
player thus has an overall 10 chance of winning. The player
who bets $2 per payline spins twice 50% of the time and four
times 50% of the time. It should be appreciated that the player
thus has an overall %5 chance of winning. The player who bets
$3 per payline spins three times 50% of the time and six times
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50% of the time. It should be appreciated that the player thus
has an overall ¥i0 chance of winning. The player who bets $4
per payline spins four times 50% of the time and eight times
50% of the time. It should be appreciated that the player thus
has an overall 25 chance of winning. The player who bets $5
per payline spins five times 50% of the time and ten times
50% of the time. It should be appreciated that the player thus
has an overall %2 chance of winning.

[0109] The base game embodied by the central display
device 30 includes five well known reels, wherein each reel
34a through 34¢ includes a V10 chance of the game generating
an “A”. Game 5 requires an “A”, “A”, “A”, “A” combination
to trigger the bonus round. The central display device 30
displays five paylines 56a through 56e. The player can thus
make the odds twice as favorable by playing two paylines,
three times as favorable by playing three paylines, etc.
Accordingly, the player’s wager increases two times by play-
ing two paylines, three times by playing three paylines, etc.
[0110] It should be appreciated that in Game 5, $100,000
will have to be wagered, on average, to win the $10,000 award
regardless of the number of paylines wagered or the bet per
payline. It should also be appreciated that the players odds of
winning, according the equation, odds=y/(y*z) become more
favorable to the player as the player increases the player’s
wager. It should further be appreciated that the odds of enter-
ing the bonus round become more favorable to the player as
the player increases the number of paylines wagered and the
odds of winning the bonus round become more favorable to
the player as the player increases the bet per payline.

[0111] The odds constant 130, which the implementor can
infuse into the present invention, does not alter the fact that
the player increases the chances of winning by wagering more
money. Game 5 achieves the design parameters: (i) providing
a gaming device adapted so that any wager enables the player
to win any award including a jackpot award and a progressive
jackpot award; and (ii) providing a gaming device adapted so
that an increase in a gaming device wager produces more
favorable odds for the player, despite the odds constant 130.
[0112] Referring to FIG. 11, Game 5 infuses the odds con-
stant 130 into Game 3, whereby the change in odds as a
function of the change in the bet per payline is shifted from
the first bonus level odds 114 in Game 3 to the second bonus
level odds 116 in Game 5. It should be appreciated that one
skilled in the art of gaming device design can design a game,
wherein the change in odds as a function of the change in the
bet per payline remains in the first bonus level odds 114, e.g.,
occurs first, and wherein the second bonus level odds 116
include the odds constant 130. It should also be appreciated
that one skilled in the art can so infuse the odds constant 130
into other configurations and implementations of the present
invention, such as Game 1, Game 2 and Game 4 discussed
above. It should further be appreciated that one skilled in the
art can implement a similar game to Game 5, wherein the
wager per payline determines the base game odds and the
number of wagered paylines affects the bonus level odds, e.g.,
the first bonus level odds 114, the second level odds 116 or
both.

[0113] Referring now to FIG. 17, a front plan view of gam-
ing device 10 including a preferred embodiment of the
present invention is illustrated. FIG. 17 illustrates an example
wherein the change in odds as a function of the change in the
bet per payline occurs in the first and second bonus level odds
114 and 116, and wherein the first and second bonus level
odds include odds constants 130. The example illustrates that
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the first and second bonus level odds 114 and 116 contain a
plurality of odds constants 130 and that the bonus round
contains a plurality of awards in addition to the $10,000 grand
prize or jackpot.

[0114] Paytable 152 discloses that three bonus symbols or
shields in a row triggers a bonus round. As disclosed in
connection with Game 3 and Game 5 of FIG. 11, the player
increases the odds of entering the bonus round by playing or
betting more paylines. Paytable 152 discloses that betting
more coins per payline puts more “spins” or desirable out-
comes on a “spin grid.” As will be illustrated, the “spin grid”
is a separate bonus game containing a separate odds constant
130 in addition to a component to the odds that changes as a
result of the player’s wager. Paytable 152 also discloses that
the grand prize or jackpot award of $10,000 is available for a
player who achieves five shields in a second bonus game,
wherein the second bonus game also includes an odds con-
stant.

[0115] The bonus games of the preferred embodiment are
illustrated as simulations on the upper display device 32. It
should be appreciated that either or both could be separate
electro-mechanical displays. The spin grid game 154 contains
fifteen selectable positions 1545 through 154p. Each of these
positions preferably associates with an award value or with a
spin. The player begins at a start position 154a¢ and can move
right or down, i.e., to position 1545 or 154e. The player will
stop at five positions, moving right or down, until stopping at
a sixth and final position 154p. It should be appreciated that a
player, regardless of an amount bet, will always touch or land
on six of the fifteen positions 1545 through 154p. Thus an
odds constant 130, inherent to the spin grid game 154 of %15 or
% exists, regardless of an amount bet, by virtue of game
design.

[0116] Inthe spin grid game 154, a spin at the grand prize is
the most desirable position outcome. The more spins the
player can land on and accumulate, the better chance the
player has later on. As described above with paytable 152, the
game assigns a number of spins to the positions, 1545 through
154p based upon the player’s bet per payline. The game
preferably randomly assigns the spins to a position but could
also predetermine the placement. If the player bets one coin,
the game only places one spin on the grid, which the player
then can select.

[0117] The odds become more complicated when the
player bets four or five coins per payline, wherein the grid
then contains more spins than the player can possibly select.
For example, if the player bets five coins, the game places
nine spins on the grid 154, of which the player can randomly
pick or land on up to six. The overall odds are also effected if
the implementor preferably predetermines that one spin is
always assigned to the final position 154p because the player
is guaranteed to land on the final position 154p. The game
design also makes the odds of selecting 1545, 154¢, 1541 and
1540 greater than the odds of selecting 154¢, 154f 154i and
154/, 154k and 154n, which are greater than the odds of
selecting 154d, 154g, 154/ and 154m. The overall odds of the
spin grid game 154 are thus effected by a plurality of different
odds constants 130 via the game design. Importantly, the
number of spins placed on the grid, which the player controls
via the player’s wager, is always a factor of the player’s
overall odds of obtaining spins in the spin grid 154. Thus,
betting more coins per payline will always increase the play-
er’s odds assuming that all other circumstances are the same,
i.e., the positioning of spins.
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[0118] When the player finishes playing the spin grid game
154, and assuming the player has at least one spin, the player
moves onto the second bonus game, which includes a spin-
ning wheel 156 having a plurality of wedge-shaped sections
and a fixed cursor 158. The cursor 158 designates one of the
wedge-shaped sections at all times. The wedges include a
plurality of shields 160, a plurality of awards 162, preferably
at least one free spin plus award 164 and preferably at least
one free spin plus a shield 166. The number of shields 160,
number of free spin plus shield wedges 166 and the overall
number of wedges affect the overall odds of obtaining shields.
If the player obtains five shields, the player wins the grand
prize or jackpot, as illustrated by table 168. The game also
preferably provides consolation awards for obtaining one
through four shields.

[0119] It should be appreciated that the number of spins
also affects the overall odds of obtaining shields in the second
bonus game or, in the second bonus level odds 116. In effect,
the spinning wheel 156 of the second bonus level contains
overall odds of winning the grand prize, which are a function
of a plurality of odds constants 130 and the number of spins
that the player obtains from the spin grid game 154. Likewise,
the spin grid game 154 contains overall odds of the player
obtaining a certain number of spins, which are a function of a
plurality of odds constants 130 and the wagered coins per
payline. The overall odds of winning the grand prize are thus
a function of the wagered coins per payline. As stated above,
the odds of entering the bonus round are a function of the
number of wagered lines. It should be appreciated that any
wager enables the player to win the grand prize or jackpot of
the preferred embodiment, that increasing the player’s wager
increases the player’s chances of winning the award, and that
varying the number of bonus levels and/or the number of odds
constants within the levels does not alter the satisfaction of
these design parameters.

Game 6

[0120] Referring now to FIG. 18, a front plan view of a
portion of gaming device 10 including the apparatus neces-
sary to carry out the method of Game 6 of FIG. 11 is illus-
trated. In the method disclosed in FIG. 11 for Game 6, the
base game odds 112 include the odds constant 130. Game 6
provides an example wherein the design parameters are
achieved solely in the bonus round. That is, the first bonus
level odds 114 include the change in odds as a function of a
change in the number of paylines wagered, and the second
bonus level odds 116 include the change in odds as a function
of the bet per payline.

[0121] InFIG. 18, Game 6 includes a three payline machine
having a bonus round, a $1 minimum bet and an award of
$10,000 having a payout ratio z of 0.1. FIG. 18 also includes
a paytable 140 illustrating that a “B” symbol on any payline
triggers the bonus round and that two solid pie shapes wins
the $10,000 award. Paytable 140 also illustrates that betting:
1 payline gives the player one spin; 2 paylines gives the player
two spins; and 3 paylines gives the player three spins on the
payline wheel in the bonus round. Paytable 140 also illus-
trates that betting: 1 coin($1)/line gives the player one spin; 2
coins($2)/line gives the player two spins; and 3 coins($3)/line
gives the player three spins on the bet per line wheel in the
bonus round.

[0122] The base game of Game 6 embodied by the central
display device 30 includes three well known reels 34a
through 34¢. Only the center reel 345 includes the bonus
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triggering “B” symbol, wherein a player has a /40 chance, the
odds constant 130, of triggering the bonus round. The central
display device 30 displays three paylines 56a through 56¢. In
the center reel 345, each payline passes through the center
paystop position 142. A bonus triggering “B” symbol landing
on the center paystop position 142 thus lands on all three
paylines 56a through 56¢ at once. It should be appreciated
that wagering on more paylines does not provide the player
with more favorable odds of entering the bonus round of
Game 6. The odds of triggering the bonus round are set or
constant at 40:1 for each player regardless of the number of
paylines wagered or the bet per payline.

[0123] The bonus round of Game 6 includes a rotatable
payline wheel 144, which is a wheel having fifty equally sized
pie-shaped sections. One of the sections 148 is darkened or
bolded. A cursor 150 designates one of the rotatable sections
at all times. A player thus has 50:1 odds, the first bonus level
odds 114, of the spinning wheel stopping so that the cursor
150 designates the darkened pie section 148. The player can
make the odds twice as favorable by playing two paylines and
obtaining two spins or three times as favorable by playing
three paylines and obtaining three spins.

[0124] Accordingly, the player’s wager increases two times
by playing two paylines and three times by playing three
paylines.

[0125] Thebonus round of Game 6 also includes arotatable
bet per line wheel 146, which is also a wheel having fifty
equally sized pie-shaped sections. One of the sections 148 is
likewise darkened or bolded. A second cursor 150 designates
one of the rotatable sections at all times. A player thus has
50:1 odds, the second bonus level odds 116, of the spinning
wheel stopping so that the cursor 150 designates the darkened
pie section 148. The player can make the odds twice as favor-
able by betting two coins per payline and obtaining two spins
or three times as favorable by betting three coins per payline
and obtaining three spins. Accordingly, the player’s wager
increases two times by betting two coins per payline and three
times by betting three coins per payline.

[0126] The player wins the $10,000 when both cursors 150
designate both darkened pie sections 148. It should be appre-
ciated that in Game 6, $100,000 will need to be wagered, on
average, to win the $10,000 award regardless of the number of
paylines wagered or the bet per payline. It should also be
appreciated that the players odds of winning, according the
equation, odds=y/(x*z) become more favorable to the player
as the player increases the player’s wager. It should further be
appreciated that the odds of entering the bonus round are fixed
or constant. The odds of winning the bonus round become
more favorable to the player as the player increases the num-
ber of paylines wagered. The odds of winning the bonus
round also become more favorable to the player as the player
increases the bet per payline. It should still further be appre-
ciated that although the base game odds, the odds constant
130, do not vary, the odds still factor into the overall odds of
winning the award. It should yet be appreciated that one
skilled in the art can implement a similar game to Game 6,
wherein the wager per payline determines the first bonus level
odds 114 and the number of wagered paylines determines the
second bonus level odds 116.

[0127] Referring again to FIG. 11, for the purposes of illus-
tration, FIGS. 16 and 18 describing Game 5 and Game 6,
respectively, disclose one odds constant 130. As illustrated in
the preferred embodiment of FIG. 17, one skilled in the art
can design a game having a plurality of odds constants, such
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as odds constant 130, wherein one or more odds constants are
associated with a random generation mechanism or device.
The implementor can further infuse one or more odds con-
stants into the base game and the bonus game. The base game
can employ methods, such as adding separate unifunctional
paylines to the reels as is done in FIG. 15 via the bonus line
128, so that the reels can perform more than one function. The
bonus game can include any number of odds producing levels
such as a third, fourth or fifth bonus level odds.
[0128] While the present invention is described in connec-
tion with what is presently considered to be the most practical
and preferred embodiments, it should be appreciated that the
invention is not limited to the disclosed embodiments, and is
intended to cover various modifications and equivalent
arrangements included within the spirit and scope of the
claims. Modifications and variations in the present invention
may be made without departing from the novel aspects of the
invention as defined in the claims, and this application is
limited only by the scope of the claims.
The invention is claimed as follows:
1. A gaming system comprising:
at least one input device;
at least one display device;
at least one processor; and
at least one memory device which stores a plurality of
instructions, which when executed by the at least one
processor, cause the at least one processor to operate
with the at least one display device and the at least one
input device to:
(a) enable a player to place one of a plurality of different
wagers to play a primary game, wherein:

(1) each of'the plurality of different wagers is associated
with a different probability of triggering a bonus game
and at least one of a plurality of different numbers of
paylines, wherein at least one of the plurality of dif-
ferent numbers of paylines is associated with at least
two different wagers, and

(i1) a plurality of the different probabilities are non-
linearly related to a plurality of the different wagers;

(b) determine if the placed wager is above a designated
amount;
(c) display a play of said primary game, wherein:

(1) if the wager is not above the designated amount, the
play of the primary game has a first one of the prob-
abilities of triggering the bonus game, said first prob-
ability being greater than zero, and

(ii) if the wager is above the designated amount, the play
of'the primary game has a second one of the probabili-
ties of triggering the bonus game, said second prob-
ability being greater than said first probability;

(d) display a primary game outcome for the play of the
primary game;

(e) display any awards associated with the displayed pri-
mary game outcome;

(f) determine if the bonus game is triggered based on the
play of the primary game; and

(g) if the bonus game is triggered:

(1) display a play of the bonus game,

(ii) display a bonus game outcome, and

(iii) display any awards associated with the displayed
bonus game outcome.

2. The gaming system of claim 1, wherein the primary
game is a slot-type game.
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3. The gaming system of claim 1, wherein the bonus game
is a wheel game.

4. The gaming system of claim 1, wherein each of a plu-
rality of the different numbers of paylines are associated with
at least two different wagers.

5.The gaming system of claim 1, wherein at least two of the
probabilities of triggering the bonus game are linearly related
to at least two of the different wagers.

6. The gaming system of claim 1, wherein the bonus game
includes at least two levels.

7. A method of operating a gaming system, the method
comprising:

(a) enabling a player to place one of a plurality of different

wagers to play a primary game, wherein:

(1) each of the plurality of different wagers is associated
with a different probability of triggering a bonus game
and at least one of a plurality of different numbers of
paylines, wherein at least one of the plurality of dif-
ferent numbers of paylines is associated with at least
two different wagers, and

(ii) a plurality of the different probabilities are non-
linearly related to a plurality of the different wagers;

(b) determining if the placed wager is above a designated

amount;

(c) displaying a play of said primary game, wherein:

(1) if the wager is not above the designated amount, the
play of the primary game has a first one of the prob-
abilities of triggering the bonus game, said first prob-
ability being greater than zero, and

(ii) if the wager is above the designated amount, the play
of'the primary game has a second one of the probabili-
ties of triggering the bonus game, said second prob-
ability being greater than said first probability;

(d) displaying a primary game outcome for the play of the

primary game;

(e) displaying any awards associated with the displayed

primary game outcome;

(1) determining if the bonus game is triggered based on the

play of the primary game; and

(g) if the bonus game is triggered:

(1) displaying a play of the bonus game,

(ii) displaying a bonus game outcome, and

(iii) displaying any awards associated with the displayed
bonus game outcome.

8. The method of claim 7, wherein the primary game is a
slot-type game.

9. The method of claim 7, wherein the bonus game is a
wheel game.

10. The method of claim 7, wherein each of a plurality of
the different numbers of paylines are associated with at least
two different wagers.

11. The method of claim 7, wherein at least two of the
probabilities of triggering the bonus game are linearly related
to at least two of the different wagers.

12. The method of claim 7, wherein the bonus game
includes at least two levels.

13. The method of claim 7, which is provided through a
data network.

14. The method of claim 13, wherein the data network is an
internet.



